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ABSTRACT

It i obvious to any observer that today the social
studies is in the procaess ot a revolutionary changye, It is aXxiomatic
that one ot the universal yoals that all these changes are ainmed at
is to make soclal studies courses more medningful and relevant to the
life experiences of the student. One of the fastest developiny
innovations within the social studies revolution is 4 new teaching
strategy jenrerally referred to as sinsulation or yawiny. Simulation
oryanizes a grcat deal of fragmented knowledge and provides an
eftfective teachinyg device as well because both time and space can ve
compressed so that years ci siratated development can take place
vithin a few hours. This outline represents an effort to begin Lhe
developrent of an analysis system that will eftectively provide a
method of andlyzing autotelic educationral raterial such as yames anad
simulations. This system will be of use to curriculum supervisors,
chairmz2n, and teachers who rake currvicrlum decisions; to cldsstoon
teachers who use the mdaterials; and to innovators tnat develop th=
materials. The dimensions of the analysis system are spelled out in
the paper. Further work on the system will include explanations and
cexanples of the items in the outline, highly selected bibliographical
references to aid in unlerstanding parts of the systen, training and
testiny items to aid learning the system, =laborations on uses, &nd
descriptions cf success. helated documents are: SO 000 436, SO 000
991, and SO 000 992. (Authoi/SD}
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INTRODUCTION

Backgrouad and Significance:

Ir is obvious to any cbserver that today, after fifty years c¢f rather static
condition, the social studies is now in the process of a revolutionary changea/A
revolutionary change that is exploding in every direction. This present ferment is
laying the groundwork for undreamed of changes in the social studies curriculum of
tomorrow.V It is axiomatic that one of the universal goals that all these changes
are aimed at 1s to wmake social studles courses more meaningful and relevant to t.e
life experiences of the student.

A modern-day definition of social studies clearly indicates this concern for
relevancy. For example, Ceci] Parker defines social studies as 'that phase of the
school curriculum concerned with the relations of human beings to one another and
to thel: environment.”" Yestevdav scciai studies meant the study of history and
perhaps some geography. Today it is increacingly reflecting all branches of social
sclence and developiag a growing emphasis upon the behavioral aspect. According te
Bruce Joyce, "the tliree primary sources of social studies are found in the reeds
of the student himself, tne needs of the society in which he will be a citicen,
and in the social sciences themselves.”" Therefore, curriculum developers are be-
ginning to implerent an integrated social studies design that is based more upon
process than upon content and are seeking to identify concepts and generalizations
that are common to all social science dieciplines.

Ii- addition, men lik: Kenneth Bouiding and Alfred Kuhn, who are :aterested in
the social systems of man, are making great efforts to devise descriptors that will
apply to all social scien:es because, as Oppenheimer states, we need ".,.to develop
habits of mind which permit truths from one fleld to eiucidate facts in another,
which develop a dedicatinn snd search for order in novelty, variety, and contin-
gencies." There is little doubt, in the mind of Ted Fenton, that a systems approach
to the feaching of the social studies will scon be upon us. Perhaps at that time,
social studfcs will become a discipline in itself.

Needless to say, imiginative new teaching stirategies will he required to
tacilitate this type of social studies curriculum. It 1is no mere coincidence that
Vone of the fastest develoring innovations within the social studies revolution is
a new teaching strategy generally referred to as simulation or gaming.

According to the Washingtoa Center for Metropolitan Sutdjes this new strategy
seems to be a highly effective facilitator for carrying out the integrited type of
prograr mentioned above, because i: focuses on a comprehensive study ¢£ man's social
probleas. It helps us to avoid the "academic myopia" which accompanies the increased
develojment of specializa .iun in social science. When one is conductiig a study of
the urlan center, the proslems of decaying core, suburban iprawl, trajiic congestion,
and air and water pollution are not solvable or even understandable, wholly within
the realm of any one of the individual disciplines of sociail science, However,

Vsimulation organizes a grrat deal of this fragmented knowledge and provides an
extremely effective teaching device as well because both time and spac2 can be com-
presse¢ so that the students take part in years, or even decades, of fimulated
develoyment within a few hiours.
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Simulation seeks to simulate cercain aspects of life within the classroom and
then zllows the studant to learn by experiencing the consequences of his actions
within that simulated environment. Learninz, therefore, comes not by ''trying to
learn,” but as a by-product of coping with the environment. Dr. Coleman states that
simulation provides the social studies with a laboratory situation similar to that
which the physical sciences enjoy. Bruce Joyce discusses what kind of innovation
promises to lead to better strategies of social studies curriculum and instiuction
in social studies, and makes the following observation:

Currently there are several exciting experiments in instruction
which can change educational strategies radically. One of these
is teaching through simulation.

Cleo Cherryliolmes, the assistant dirvector of Project Social Studies at
Northwestern University, in a recent article made the following comment about
simulation:

Simulation, a teaching technique sometimes called gaming, represents a
dramatic exploration in teaching . . . the student noc only studies as
an observer but beccmes personally involved.

According to Cory Shirts and Hall T. Sprague, of the Western Behavioral Science
Institute, simulatiuns are important for this reason:

.—.. . They are conventional enough in appearance in suparficial effect
to gain accepiance into the public school system, and yet thev
(a) excite students about learning; (b) help them leain how to
learn (by provoking inquiry); (c) provide experiential tools for
learning; (d) influence the classroom climate so that subsequent
sessions allow for more relevant learning activities.

"At an NSF workshop in Pueblo, Colorado this writer presented a paper entitled
"Simulation: What 1s It? What cen it Do?"” 1In this paper were 36 observations made
by simulations innovators and classroom teachers of various regions of the country,
all supporting the use of simulation games.

Although siwulation is certainly not a panacea for the shortcomings of educa-
tion, it does seemn to offer as much potential for the future of education as any
other development on the educational horizon. By providing information in a mean-
ingful context, simulation may have a tremendous potential for saaping and influ-
encing the attitudes and convictions of the learner. Whether the simulations will
lead to useful results or become a powerful way of generating faice inlormation
and detrimental attitudes will depend upon the skill and competence with which it
is vused.

In the February, 196% issue of Social Eduzation, the title "Simulation: The
Game E~4-P-1.-0-S-1-0-N" is indicative of the fact that within the next few years
we will be finding more and more simulation ganes appearing on the edurational
market. Because of the relative newness of the game approach, there hos been a
consequont lack of time to develop a systematic procedure for analyzin; and compar-
ing then.
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This paper represents an effort to begin the development of an analysis system /
that will effectively provide a method of analyzing autotelic educational material
such as games and simulzt.uns. This system will, hopefully, be of use to curriculum
supervisors, chairmen, and teachers who make curriculum decisions; to classroom
teachers who use the materials; and to innovators that develop the materials.

The dimensions of the analysis system are spelled out in this cutline., Further
work on the system will include explanations and examples of the items ia the out- ;
line, highly selected bibliographical references to aid in understanding particular vV
parts of the system, training and testing items to aid in learning the system,
elaborations on possible uses of the system, and descriptions of ways in which the
systam has already been used successfully. [

It would be impussible to ezcknowledgé the source of all the ideas ccmbined in
this analysis system, but some of the most direct debts should be mentioned. Lindy
Harry and Samuel Livingston of the Academic Games Project at Johns Hopkins Univer-
sity should receive credit for most of the ideas reflected in section 1.0, and
many of rhose in section 2.0, Section 5.3 was adapted from the writings of Clark
C. Abt. The well-known taxonomies of Bloom, Krathwonl and their collcqguas have
beer. used generously, particularly in Sections 4.2, 4.3, and 4.4. A taxonomy of
valued objects by G. Allport and P. E. Vernon has been adapted for use in section
3.3. The general format was taken trom Morrissett and Stevens, 'Curriculum
Materials Analysis Systam."” Needless to say, none of these scholars are responsible
for the ways in which I have adapted their ideas.

Copyright, 1969 oy Ronald Stadsklev, Concordia Teachers Coll-'ge
Laboratory High School, Seward, Nebraska 68434 {n collabors.ion
with the Social Science Education Consortium, Inc., 1424 - !5th
Street, Boulder, Colorade 80302. No part covered by this ¢ py-
right may be reproduced or printed without written consent o” the
author.
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SIMULATION: WHAT IS IT?

(Version 1)

Environmental Model

J

—
A
Social
Simulation
i ~
Role Playing ,/”’//7 \\ ' Game
\\\\ -
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Definitions:

Game - Any contest (play) among adversaries (players) operating under constrair:s
(rules) for an objective (winning).

Role-Playing - The practice or experience of '"being someone else.'" It differs from

gemes in that it has more determined outcomes and may not be competitive as are
games,

Environmental Model - Term utilized to designate a set of interrelated factors or
variables which together comprise elements which are symbolic of a social system.
(Social system refers to a portion of a total society - a set of interrelated parts
or elements, each of which affects each of the others and is affected by each.)

The variables utilized are limited to those which are neccssary to ensure that the
model will functirn - that the model will possess a degree of likeness to reality,
or isomorphism.

Social {imulation - Iuvolv:s the use of role-playing by the actors during the opera-
tion of a comparative ccmplex symbolic model of an actual or of a hypothetical social
process instilled into f.ame form. Social similations may be all-man, nin-computer,
or all-computer operatiors. It will give you & selective representatica of reality,
containing only those elements uf reality that the designer deems relevant to his
purpose,

Educaticnal Game - Knowledge or information presented in a gaming procuss.

O

+

Aruitoxt provided by Eic:



SIMULATION: WHAT IS IT?
(Version 2)

l EDUCATIONAL GAMES

Simulation Instructional
Games Games
(3 Lemensions) (2 Dewensions)
VAN
Environmental Role - 3 I
[ Model , Playing’ [;ume ' Drill I Game
Definitions:

Educational Game: - Games which are useful in attaining educational poals.
Instructional Games: - Knowledge or informaticn presented i{n a gaming process.

Simulation Games: - Involves the use of role-playing by the actors during the
operation of a comparative complex symbolic model of an actual or of a hypo-
thetical process instilled into game form. They may be all-man, man-computer,
or all-computer operations. It will give you a selective representation of
reality, containing only clements or reality that the designer deems relevant
to his purpose.

Environmental model: - same as previous page.
Role playing: - same as previous page.
Game: - same as previous page.

Simulation: - an operating model of a physical or social process. A selective
repres2ntation of reality.

[:I{j}:,: - Process of teaching by making participants repeat an exercise again
B lg-‘ln .
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STEPS IN ANALYSIS

Analytical Pattern:

1.0 Basic Characteristics (description)

2.0 Antecedent Conditions (requirements)

3.0 Content (what)
4.0 Rationale (why)
5.0 Strategy (how)
6.0 Evaluation (judgment)

1.0 Basic Characteristics: (description)

1.1 Classification - is it a Social Sirmulation (Simulated Game) or an

1,2
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Edusational Game (Instructional Game)? (rvefer to
Introduction for the criteria to justify this decision.)

Printed Material
1.21 Student Manual

Suggested Considerations ,
Are rules and directions clearly presented with examples?
Are the roles clearly portrayed so that the player knows what
is expected of him?
Attractiveness and durabilfity?

1.22 Teacher Manual

Supgested Coasiderations

Does it explain: content (what they will deal with), racicnale
(why they will deal with it), strategy (how they will deal
with 1t)?

Does it describe antecedent conditions?

Does it clearly explain the teacher's role?

Does it present good techniques and discussion questions for
debricvfing sessions? '

Are rulis and directions clearly presented with exanples?

Attractiveness and durability?

1.23 Evaluation Instruments

Sugpested Considerations
Knowledye (pre and post)
Skill (pre and post)
Attituie (pre and post)
Norms




1.3

1.4

1.5

1.6

1.7

1!8
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Physical Apparatus

Sugsgested Considerations
Provide check list of apparatus.
Amount of room apparatus occupies.
Functional layout (board, charts, tabulation forms, etc.)
Ease of distribution and collection (color-coded, fragile, pieces
easy to lose, etc.)
Storage
Replacement - to what extent are items consumable?
Attractiveness and durability.

Supplementary Materials

Suggested Considerations
Maps
Charts
Pictures
Bibliography - background or additional reading
Additional student activities

Playability

Suggested Considerations
Idle time for players
Complex calculations that must be done during the simula ion (or game).
Rules that are likely (o be violated - intentionally or unintentionally.
Versions - begin with simple version and progress to complex version.

Money Cost

Suggested Considerations
Cost per unit
Cost per teaching station
Cust of depreciation
Cost of replacement (consumable materials).

Sources

Suggested Considerations
Author
Institution
Fublisher
Editions

Availability

o
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2.0 Antecedent Conditions (requirements)
2.1 Functional characteristics

sugpested Considerations
Number of studeunts required (minimum and maximum)
Amount of timc required
Space requirements
Furniturc arrangements
Library requirements

2.2 Cultural characteristics

Supgnested Considerations
thnic orientation
Race attitude
social class
Urhuan - rural setting
Ceographic arca (Northeast, Midwest, etc.)

2.3 Student characteristics

Supgested Ceonsiderations
Sex appropriateness
Age level
Reading abilily
Mathematical ability
attitudes
Cognitive ability
Social ability
Motoric abilityv
Handicap aspect

2.4 Teacher characteristics

Suggested Considerations
Attitudrs: -
- willingness to put out extra effort in preparation
- willingness to assume peripheral role in class
- what constitutes valuable learning expericence?
Fersonality:
- abilitv tc be flexible
- ability Lv tolerate nofse and confusion
Formal educalion
Experience

2.5 Administration

Supgested Considerations
Attitudes
Organization

ERIC
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2.6 Coxmunity

Sugpested Considerations
Attitudes (preserver or countervailing agent)
Conservative or Progressive

o
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1.0 Content (What)
3.1 Author's Viewpoint

Suggested Considerations
Knowledge
Social Science disciplines
Social Studies curriculum

3.2 Cognitive Conteat
3.21 racts 3.21

suggested Considerations
Anthropology
lconomics
Geogvraphy
liistory
International Affairs
Political Science
Psychology
Sociology

3,22 Concepts 3.22

Sugpested Considerations
Anthropol .gy
Economics
Geography
History
International Affairs
Political Science
Psychology
Sociology

3.23 CGeneralizations - 3.23

Sugrested Considerations
Anthropulogy
Economics
Geography
liistory
International Affairs
Political Science
Psycholozy
Sociolojy

ERIC
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Anthropology

Suggested Considerations
Facts
Concepts
Generalizations
Structure
Theory

Econorics

Suggested Consideratious
Facts
Concepts
Ceneralizations
Structure
Theory

Ceography

Suggested Considerations
Facts
Concepts
Generalizations
Structure
Theory
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3.24 Structure 3.24  History
Suggested Considerations Suggested Considerations
Anthropology Facts
Economics Concepts
Geography Cenecralizations
History Structure
International Affairs. Theory
Political Science
Psychology
Sociology
3.25 Theory 3.25 International Affairs
Suggested Considerations Suggested Considerations
Anthropology Facts
Economics Concepts
Geography Generalizaticns
History Structure
International Affairs Theory
Political Science
Psychology
Scciology
3.26 Political Science
Suggested Considerations
Facts '
Concepts
Generalizations
Structure
Theory
3.27 Psycliology
Suggested Considerations
Facts
Concepts
Ceneralizations
Structure
Theory
3.28 Sociology

Sugpested Cons.derations
Facts
Concepts
Cencra.izations
Structure
Theory

ERIC
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3.3 Affective Content

Sugge-ted Tonsiderations
Theoretical
Ethnical, moral, and religious
Asthetic
Economic
Political
Social
Psychological

3.4 Skill Processes

Suggested Considerations
Critical and analytical thinking
Conmunication
Social adaptation
Problem solving

3.5 Reality Factors (comparison of real situation with simulated game model.)

Suggested Considerations

Extent reality simplified
- Aspects of reality in simulation (or game).
- Aspects of reality omitted from simulation (or game).

Characteriscics of simulation (or game) that are not a part of real
situation.

Role of participants correspond to real life.

Actions and goals of players correspond to those of the participanty
in real life.

Strategies available to the player match those available to the partici-
pant in real life.

1o
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4.0 Rationale and Objectives (Why)

4.1 Rationale - (A philoscphic position based on certain bas.c assuptions
and characterized by goals and objectives that can be supported
by reasoned analysis.)

4.11 Author's Viewpoint

Suggested Considerations
Goals of education with respect to the individual.
- Assumptions about the nature of the individual.
Goals of education with respect to society.
- Assumptions about the nature of society.
How the simulation (or game) contributes to the goals for the
individual and for society.

4,2 Cognitive Objectives

Suggested Considerations
Knowledge
tomprehension
Ayvplication
Analysis
Synthesis
Evaluation

4,3 Affective Dbjectives

Suggested Considerations
Receiving
Responding
Valuing
Organization
Characterization

4.4 Psychomotor skill objectives

sugpested Considerations
Gross muscular use
Fine muscular uvse

4.5 Belavioral Objectives - (Specific objectives stated in behavioral terms
with terminal criteria given.)

Suggested Consids rations
cognitive
Affective
Psychomotor

ERIC "
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5.0 Llearning Theory.and Operational Strategy (How)

5.1 Learning theory - (Simulation is in itself a teaching strategy hased upon
certain learning theory principles. These principles
should be apparent.)

Suggested Considerations
A motivated learner acquires what he learns inore readily than one who
is not motivated.
Learning under the control of reward is usually preferable to learning
under the control of punishment.
dctive participation by a learner is preferable to passive reception
when learning.

Information about the nature of a good performance, knowledge of his
own mistakes, and knowledge of successful results, aids learning.
Transfer to new tasks will be better if, in learning, the learner can
discover relationships for himself, and if he has experience during

learning of applying the principles within a variety of tasks.
Learning comes not by "trying to learn,' but as ¢ by product of coping
with the environment.
We learn by experiencing the consecquences of our own actions.

5.2 Author's theory of simulation (or game) design and development
5.3 oOperational strategy
5.71 Relationship between the player &nd the subject matter.

Suggested Considerations
Reality - being true to life today.
Historical - based on or suggested by authentic events of the past.
Hypothetical - based on a logical possibility.
Fantasy - uni.eal, based purely on imagination.

5.32 Degree of control which the players collectively exercise the out-
come of the simuiation (or game).

Suggested Considerations
Amount of skill involved (situation outcome dependent upon
player's capabilities.)
"Amount of chance involved (situation outcome independent of
player's capabilities.)

5.33 Nature of the interaction among the players.

Suggested rlonsiderations
Amount of showdown (autonomous competition)
Amount of strategy (interacting competition)
Amount of competition (each player trying to outdo the others)
Amount of cooperation (players must work together to succeed)

ERIC
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5.34 Degree to which the set of actions which a player may take is
constrained by thz rule structure of the game.

Sugpested Consideracions
Open ended - completely free role-playing
Moderately structured - various chananels available
Rigidly structured - will always come out the same

5.35 Termination of simulation (or game).

Suggested Considerations
Wire out - must beat the other fellow to death
Time limit - who can do the best in certain time alloted
Goal setting - first one to reach certain goal

O
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6,0 Overall Judgments
6.1 Sources of descriptive data (Evaluation).

Suggested Considerations
Analysts
Evaluators and researchers
Standard Tests
Classroom observations by teachers, observers
Observations of out-of-class effects by teachers, administrators,
parents, comrwunity

6.2 Effacts reported or predicted by sources in 6.1,

Suggested Considerations
On students
On teachers
On institutions
On coirmunity

6.3 Comparisons

Suggested Considerations
With author's intentions (internal)
With other curricula (external)
With standzrds of analyst (external)

6.4 Recommended uses

Suggested Consideratiouns
When to use
Marginal use
When not to use
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